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fST] 100% Tips! Ml 


Eat dirt, bird brairt! 


Suffdgtg Sultans!!! ^ 

Prince of Persia^ ^ 

A royal jewel, polished fcnr i 

Cool Maaaann!!! The mane man! 

®°® 1 . Urn King 

Played it, finished it! mapped with pride! 
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STEAMBOAT 

WILLY 


At the beginning of the level, jump onto the bottle. This will 
shoot out a cork, which gets trapped in the cow's mouth. The 
music notes, coming from its mouth, now stop. After passing the 


When on the roof of the cabins, jump onto 
the dog's back. This opens a secret 
entrance into the cabins. Move left to pick 
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When you arrive at the two large swinging balls there are some marbles to 
collect and an energy power-up (shaped as a star). Jump over the first ball 

when it's at its lowest point and then run under the second one^j^ 
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THE MAD 

DOCTOR 


Level 2-1 


To cross the bridge, you have to ring the bells on the top floor of the house on the win¬ 
dow ledge. To reach there jump onto the sign and then onto the ledge. Be careful of the 
flying parrots as they persist in flying in your path. 
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Level two is based around the cartoon The Mad Doctor. Your task 
this time is to rescue our heroes’ dog, Pluto.The Mad Doctor is obvi¬ 
ously not an animal lover. While trying to rescue Pluto, you must 
dodge and think your way past the many sinister creatures and cor¬ 
ridors full of traps you come across. 




As you cross the wooden bridge, keep an eye out for the swoop- y° u en [ er ^ u . l ^! n 9 ta ^ e jhings v f*Y ^ ow ty* W\\ en y? u approach the 

ing bats, but don't hang around, as the bridge starts to collapse fire place be careful of the exploding skeletons that drop down from above. 

as soon as you cross it A skeleton will appear |ust after the fire place. 



Level 2-2 
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When you see the crane come over to pick up a crate, 
leap onto the crate to hitch a ride from the boat to the 
pier. Make sure you're stood in the centre of crate to 
reduce the risk of falling and losing energy 


The first level is based on the first ever Mickey Mouse cartoon. Here you are 
situated on the deck of a boat. From there you have to proceed towards the 
pier and onto land. This level is fairly straightforward, with you having to 
dodge things like the geese that poke their heads through the crates, trying 
to bite Mickey. Be careful what you touch, as you’re energy bar will decrease 
rapidly with each mistake. 





If you think you can handle the descending boxes falling from the top win¬ 
dows make an effort to get the Mickey ears situated halfway up the build¬ 
ing, these give you an extra life. 


To finish the level destroy the turning cogs. To reach the two top cogs use the springs 
that appear from the moving crates. When you jump on the spring tnrow a marble at 

the cog. About three hits should do the trick. 
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Don't hang ground when you leap across these ledges, the boxes 
falling from above will reduce your energy. 


Be careful when you shoot the skeleton on the stairs. When his 

bones scatter, they fly through the air in any direction. ^ 
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This is near the end of the level, but don't think you're home and dry just yet. Before you enter the next 
level you need to collect as many marbles as possible, because you're going to need them. Make sure you 
collect these three, but beware of the swooping bats, that appear from the dark shadows. 
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Here you are on a runaway wagon. As soon as you start moving, duck! If you don't, tfiere 
are three spinning grinding wheels that hang from above that'll slice and dice you. After 
dodgina these, the next thing to worry about, is the pit full of goo. Don't be too hasty in jump¬ 
ing off to reach the next wagon, wait until your almost in the gunk before making your * 


If you make it this far, the next obstacle in your path is a further couple of 
grinding wheels. This is followed by three balls with spikes on their edges. 
As soon as you have got over these, jump again, because there's another 



This stage sees you descending down a tower on a dodgy set of wooden steps. At the same time, you also have 
to avoid the bats flying at you, and the barrels crashing down behind you. The best advice here is to keep mov¬ 
ing at all times, if you stand still too long the stairs will crumble away from under you. Use the marbles to stun 
the bats and just leap into the air when the barrels are right behind him. 


Level 2-4 





When you swing across to the other side of the pit, be careful to 
avoid me skeletons that patrol the area. Use your marbles sparii 


MOOSE 

HUNTERS 


■ pairoi m 
d always 


do the trick. 


but two good hits shoul 


As you are walking keep a watch out for the over-hanging 
trees. The trees are old, and branches can easily snap ana 
come crashing down on Mickey and Pluto. 
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Keep very calm over this stretch of the woods, allowing Pluto to catch up with 
his master and not be left behind. 


When Pluto points to the left hand side of the screen jump straight away to avoid the charging 

a life. The marbles have no effect on the animal. 
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You've nearly reached the end of this sub-level. All you have to do now is jump the three 
grinding wheels, coming out of the ground. Having cleared that, you just nave to make 
one more jump to reach the end. 


In the first room you enter, you see an empty glass jar. Push it under the first wooden plaque on the wall. Now run along and jump onto 
the ledge before jumping onto the plaque. You will see a drop of liquid fall into the glass jar. Repeat this procedure on the other two 
plaques. The glass jar will now be full, push this onto the bunsen burner. From there leap up onto the switch and wait as the burner 
ignites and boils the liquid. After about a minute there will be an explosion, this will open the door to the next part of the level. 
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When you come face-to-face with the Mad Doctor he will open his cloak and throw a 
barrage of little red bottles at you. Avoid these whilst returning fire with your mar¬ 
bles. Don't collect the stars until your energy is getting low. Once the Mad doctor has 
been defeated another door wilf open, and you will see Pluto. 


Keep a cool head at the end of this level 
to progress. When you see the moose 
just make sure you leap and clear it. 




This level is fairly straightforward. 
As the elevator stops at each floor, 
use your marbles to kill the skele¬ 
ton. Don't let them explode as it's 
hard to avoid the flying bones. 
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On the start of the fourth level you have to proaress into the house. Jump 
the first pit and drop down the second. As you fall collect the marbles that 
are placed down the centre of the pit. 


If you decide to make it to the third pit don't worry. When you fall, you can still 
ck up extra marbles and energy icons. When you land you'll land on a raft that 
will lead you to the cellar of the house. This is where the level really begins. 




THE LONESOME 

i GHOST 


rou can move Mickey fast enoi 
Watch the r< 


as it won't hang around for you. 






you get closer to the end of the level look out for the 
wooden floor boards. These will rise up under your 
feet and push you into the path of the gnost. 
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ogressing along the hall, the ghosts will appear in a random order. Don't waste your time 
I firing marfles at them, wait until they roll up and disappear, before running under them. 


If you jump up for this star be careful when your leap¬ 
ing across the stairwell. If Mickey falls, he'll lose the 
energy you just gained for him. 




When you reach the table you'll 
need to push it to the foot of the 
stairs. Jump onto it to reach the 
stairs to the next floor. 
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The apple has to be pushed to the side of the wall. When you arrive 
there jump onto the apple and then onto the next ledge. You cannot 
reach the ledge, unless you use the apple to help you. 


When vou come across the plant pot, push it along until its under 
the dripping water. Let the pot rill up with water and then jump 
onto the pot. This will enable Mickey to reach the next ledge. 


MICKEY AND THE 

BEANSTALK 


As Mickey sits in the boat that's made out of leaves, and floats across to 
the other side be careful of the swooping dragonfly that will constantly has¬ 
sle you. Use your marbles to protect yourself. 
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The fifth level is based around the Jack and the 
Beanstalk fable. Mickey has five sub levels to conquer. 
Take your time and think before you move. There are 
a couple of logic solutions you will come across. Don’t 
panic if you can’t work them out straight away. If you 
really get stuck, read the solution! 


As Mickey descends into the depths of the tunnels you will come up against some large bugs. Use your mar- 
ble ammo wisely. Halfway through the tunnels is a trap door in the ground. Open it and advance to reach 
the end of the level. Stand on the switch. Now come back through the level, when you get to where the trap 
door was, you will see an opening in the ground. Drop down this to reach the next stage. 


When advancing across the giant table drop into the 
large wooden bowls. You never know you could find 
some handy bonus icons, 



Level 5-5 
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Level 5-4 


Watch for the bugs when they kick out. If you're not careful, you 
could find yourself at the start of the level again 
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If you reach the firework make sure it's set off. This will mean that if you're unfor 
tunate enough to lose a life, you won't have to start at the beginning of the level. 


V* 


When you drop down through the hole in the ground, start running to 
the left immediately. As soon as the level lights up you will see this 
giant spider racing up behind you. 


Keep moving at all times. When the bugs kick out stand behind them to 
get a valuable push along. 
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When you find the wooden chest, push it along to the left hand side of the screen: 
Jump onto the chest, onto the ledge and leap to the wooden lights. Push the D-Pad left 
and right to swing the lights. When you've built up momentum jump from one to 

another and onto the stairs 


At the end of the top floor, Mickey will come across one of the 
mean bears. To defeat him , throw everything you've got at him. 



! Level 6-2 
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On these mesh frames, stand still on the platform that's moving round, but 
be aware of the small rotating spikes that are positioned on tne cross frame. 


On this level pull the lever to produce a small wooden ledge. When it appears jump from one ledge 
to another to reach the end. Now drop down the shute at the right hand side. 


icross the fire pit, if you land on one of the small ledges, 
as possible. Otherwise the ledge crumbles and Mickey will 
ana you'll lose a valuable life. 


Artwork DISNEY© colouring by Claire Kendrick© 


Busters 













































u.'j.'.ri 


GAME NAME: Mickey Mania 

TIME TO COMPLETE: 1 Week 
HIGHEST SCORE: N/A 
NUMBER OF LEVELS: 6 
CHALLENGE RATING: Hard 


Infinite Lives. 
FF04 670003. 


When your leaping over the pits of fire try to throw some marbles crt® 
any unwanted nasties waiting for you. 


Jump onto the wooden moving platform. As soon as you see the spikes appear jump to the right onto 
a small wooden ledge, but don't hang around it soon starts to crumble. Jump up onto the ledge above 
you and onto theorick ledge to the right. Well done you've completed this section. 


Cartridge supplied by: 

Game (Bournemouth) 
Tel:(0202) 311668 


Level 6-5 
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To avoid the fire wall creeping 
up behind you keep moving as 
fast as you can. As soon as you 
see any of the misfits trying to 
stop you throw a marble at them 
to stun them. 
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And have Games World: The Magazine delivered to your 
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This game was monster! Enormal! Massive! But have you 
completed it, and if you have, have you found all there is 
to find? No need to dig about in the dirt any longer, have a 
mega sized worm survival guide on us. No really! 
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Jump down to this toilet to discover a warp to the end of the level. 


Jump, shoot or whip the hanging fridge so that it drops down, hits the 
plank and launches the cow. Now continue to the right. 
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Use your whip to grab hold of the Moose's antlers. You will fall down a hole 
that will lead you to a feast of extra bonuses and the final guardian. If you 
wish to plough on the hard way, you can find a continue below. 


You will now need to jump up and swing on this chain to guide yourself over 
the sharp spikes below. First of all though, make sure the coast is clear by 
shooting the dogs and whipping the crows. 
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Keep weaving left and right in order to dodge the random objects as they 
fly down the large conveyor belt. Once at the top, jump to tne right ana 

continue down tne zig zag slope. 


Just below this ledge is an ammo top up, collect that and keep 
heading up and right to fight the mini-Doss. He looks like a dust¬ 
bin straight out of 3-2-1 with Ted Rodgers! 
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Here is where you will end up if you use the Moose's warp. Grab the 
bonuses and continue to the right. You are near to the guardian now. 


, 
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Brace yourself this is a real tough level! Falling spikes, floors of 
fire and snapping mouths of doom are just some of the deadly 
obstacles that hinder your progress on this level. Nifty use of the 
whip and quick thinking movements are required, and the two 
guardians will do their utmost to stop you dead in your tracks. 
Watch out for the strange enemies in this phase, like the mad 
accountant and the awesome mega-mouths. If you make it 
through this level you will be asking yourself, what the heck was 
that all about! 




Keep moving around the screen and whenever the 
Snowman jumps out of the ground, whip him before he 
breathes flames at you. Ten lashes of the whip should 
be enough to dispose of him and you will be warped 
back to the site of your fight with the accountant to fin¬ 
ish the rest of the level. 


As the crystals move up 
the gap, jump from one 
to the other to dodge the 
jets of flame that shoot 
out of the rock. 


Do not forget to grab this 
continue restart point. You 
must hang off the edge of 
i above in order to 
avoid the spikes. 


Whip the nasty accountant and 
then finish him off with gun shots. 

After that, walk to the left and 
stand on the crystal to be warped 
to the Snowman guardian. 


After you defeat the snowman, jump 
up, eaten the hook with your whip and 
swing to the right to collect the extra 
life and more ammo. 


This is the start point, so get on your 
guard straight away. 
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After the cat steals your suit, he will 
blast you with his cannon. Jump 
over the flames until the rock on the 
right hand side has melted. 

When Evil the Cat appears again, 
blast him with your gun and then 
jump over the flames which come 
from either side of the screen. Nine 
times with be enough to exhaust this 
feline’s supply of lives. 




i 




Hop onto this green crystal to be transported to 
the second guardian, me Evil Cat. 






Run in the opposite way to the way the aem is 
spinning to stay on and then let yoursetfoe 


carried all the way to the top. If you leap to the 
left halfway up you can get the extra life in the 
rocks. 


Flames will be following close behind at this 
point, so jump as soon as you reach the bot¬ 
tom of the slide. 
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DOWN THE TUBES 


This, the first submarine adventure, is only a short trip, so see if you can 
pick up a few bonuses 



To avoid being punched around the level, grab hold of the bars in these alcoves 
above you and press Up. When they have passed, jump down and continuedight. 


No sign of a boss yet!! Surely there must be some sort of vicious aqua monster at 
the end of the level? Hop onto your rocket and prepare yourself for more. 


Hooking up to these power points will give you some extra time so whenev¬ 
er you see one make tne most of it ana you should make it to the end. 


If you want an easy extra life, run to this point here and then 
jump up to get the extra life in tne tube above you. 
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An excellent blastii 
Du reach the end of 


I section this bit. Just run to the right and keep firing. When 
le corridor, go up, pull the switch and enter me submarine. 


This run in the sub is not so easy as the others. Try to stc 
hit the sides you can make it through by linking up to 


Platform Busters 
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Bob the goldfish knows that Earthworm Jim’s super suit could 
make him ruler of the world. Maybe even the universe! Controlling 
the drone cats minions in his underwater lair, Bob will use his ser¬ 
vants to find you wherever you hide. In this level a blend of ham¬ 
ster riding and submarine piloting skills are required to work your 
way through the underwater home of Bob. You’ll have to flick a few 
switches and be swift to take action when attacked so keep your 
wits about you. Don’t let the size of Bob’s kitten guards fool you, 
they’re as powerful as the cats! 


Bob is a goldfish, lets face it. At the end of the Tube race level 
you will have to face him in a deadly one to one situation but 
do not worry. Do not even worry, Bob may be a whizz in the 
water but he is the only boss in the history of the world to kill 
himself by falling off the table, before you have a chance to do it 
yourself — what a weird guy! 


































DOWN THE TUBES 


Pull the switch and the hamster will once 
whipping button to snap away at 


I ain be free. K< 
ittle creatures 


;sing the 
irow you. 



Don't forget to collect this 
extra life through the 
wall. While you're at it, 
why not try to get to the 
secret power point below 
and extend your time 
allowance? 


^Platform Busters 


This is the second part of the battle against Bob 
which you must undertake. The majority of this 
level is taken up with a rather hectic race 
against time, in 100 seconds or less, you must 
pilot the submarine through some very twisty 
caverns and then dock in order to face the fishy 
Bob himself. 

When you first get into the submarine at the 
start of the game, you only have 30 seconds. 
However, plugging into the waterway on the left 
of the area will give you 100 seconds to do the 
level in. 





















Be aware of the rugged terrain and steer well away from the rocky walls. If 
you crash info them you will not only waste time but you will evidently dam¬ 
age the sub. 


As you reach this net you should be concentrating on making it around to the 
bottom of the turn in the quickest possible time. You really don't want to be 
hanging around. 



If you can reach this point with about 15 
seconds or more left on the clock then 
you are laughing. The main thing to 
remember now is dodge the walls! 


Once you have left the 
vehicle, run to the 
right, shooting as you 
go, then watch Boo fall 
onto the floor and 
smash his bowl. This 
fish is an idiot and no 
mistake! 
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SNOT A PROBLEM 


Try top knock the Major around a bit and give as good as you get. If you 
can weaken his bungee rope, he will fall prey to the evils lurking in the 


green pod of horrors 






Platform Busters 


Welcome to the scary world of the bungee jump, where 
the mad Major Mucus will be trying to bash you into the 
walls of the cavern as your rope gets thinner and thinner 
and you head towards the pool of snot at the bottom 
where Mucus Phlegm Brain is waiting to gobble you up. 
The Major will stop at nothing to get your super suit, no 
evil trick will be beneath him so what you must do is try to 
weaken the Major’s rope before he sends you crashing to 
the slime pool below. Then you must recover from your 
vertigo and slay the snot brain himself. 

Now you’re half way through the game. 
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Try to stay well away from the cavern walls as your energy will soon sap 
away if you get cut up too often on the sharp edges of the rocky terrain. 


Don't just hang around, do something! While your rope is at it's longest 
_•_» _i—•. _i—i— d—- JJ — 1 can blast him away 

»swallows you whole! 























The cage will move over to the right and then stop. Now a boat load of enemies 
will appear and they will have to be wasted in order to proceed. 


The second stop is much harder than the first, you will notice that the enemies 
follow a particular pattern. Learn that pattern and you're halfway to success. 
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As well as the normal shooting, jumping and whipping activities, you will come across 
a Sub-game and a Secret Level here. Take extreme caution when you come into con¬ 
tact with the Professor and his evil science projects. 

P ) : / The hatstand Chicken Head will have to be shot 20 

times or more to be dispatched and the evil 
swarms of eyeballs will travel swiftly at you if 
i ( ^ you stop in the latter sections of the game. 























Jump into this hidden door and you will be token away to a hidden level 
entitled Who turned out the lights?. 


Stand on this teleport pad to warp yourself to the next part of the level, but 
first jump over it and pick up the ammo. 
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It's best really to run through this section as fast as you can. As soon as you 
stop for anything, a swarm of eyeballs will close in. 


To kill the chicken, whip the target to drop bombs on his head. Obviously, you must keep mov¬ 
ing around to dodge his egg attacks. After you've killed him you will have to shoot him 20 
times or more as he falls downward. 
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Tilt the seesaw down so that Pete can get on board, and then quickly 
jump on the other side to catapult him over the gap. 



Stay on this platform until the pup passes you and walks to the right hand 
edge. Now whip him over to the next platform and quickly jump after him. 



By now you will be used to the jumping pattern so concentrate on 
shooting all the enemies in the area. 



<J4i Platform Busters 
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Step on the platform to make it come down so that little Pete can walk across 
. Make sure you shoot all the saucers before the next gap. 




We all like a shaggy dog story but this is one little mutt that 
you could do without. Every time you let Pete the Pup fall 
down a hole, he will grow into the Hound of Hell and swal¬ 
low you whole and spit you out at an earlier point in the 
level. Whenever the little whipper snapper comes to a gap, 
whip him for his own good and he will fly into the air, land¬ 
ing over the gap. If only it was that simple! Flying saucers 
and man eating tentacles dog your every move so zap 
them away before sending Pete over to them.This level is 
a nightmare so prepare for plenty of practice! 


Platform 







You will be shunted around like a pinball at this point if you simply try to plough straight through 
the middle. Float for as long as you can and then try to squeeze mrough the right hand channel. 


Keeping afloat in this ^ 
intestinal nightmare is ^ 
the order of the day if 
you want to survive. The 
walls of the giant guts 
are littered with energy 
sapping spikes that har¬ 
bour more sinister ene¬ 
mies than ever before. 

Try to float for as long as 
you can near to the top 
of the screen so that you 
can have a split second 
or two to see where the 
channel is leading to. Be 
ever ready with you laser . 
gun and whip to zap the 
enemies as they enter ; 
you air space. 


i 
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This is a fast and furious section to get through, with a battle against the Psy-Crow 
between each fast moving level. Grab all the icons you can as you hurtle through 
space, stocking up on Shields as you bound through the Asteroid fields on the back 
of an Atomic Accelerator. Move through the space tunnel with speed, always moving 
to dodge around the Asteroids but always looking to move closer into the middle of 
the void to pick up the bonuses as they reach you. Unless you are an expert pilot, this 
level will take a lot of practice to master, but count your blessings as more dangerous 
________ obstacles are 

heading your way 

0 . in the later levels! 
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\ David Perry Personal Cheat 
, Pause the game and press A & Left 
together, B,B,A & Right 
together,B,B, A and Unpause. 
You will now uncover a level select 
and cheat mode screen. 























Perform a running jump and then press the jump button in mid-air so you use Stand here and then jump and whip to destroy the nasty 

your head to clear the spikes and make it to the basketballs on the right. chopping monster above. Do that all the way along. 
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It’s Buttville, it’s the final level and, as long as you do not 
panic too much, you should proceed without too many 
problems. Take your time and follow the logical route, 
shooting and whipping everything that comes at you. 
Wriggle your way down to the final guardian, The Queen 
Slug-For-A-Butt and, on defeating her, you will be deemed 
victor until the release of EWJII of course , but that will be 
a totally different can of worms altogether! 


Cartridge supplied I 
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SUMMARY 
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GAME NAME: Earthworm Jim 



TIME TO COMPLETE: 1 Week 



HIGHEST SCORE: N/A 



NUMBER OF LEVELS: 8 



CHALLENGE RATING: Medium 




















Jump off the edge and then use your head to weave your way past the 

spikes to land safely below. 


It's time for a highly annoying climb using hooks again. It's hard, but all we can 
say is you nave to be quick on the turn and quick on the whip, so to speak! 




Fire upwards as you glide along underneath. Once you're past the butt, jump 
You can't hang onto the vines forever, so catch the hook with your whip and back right and repeat. After a while you'll have to dodge the spiked platforms so 

swing right onto the Queen's back where you will find a continue. watch it. The quicker way is one mega blast right up the butt! 


As you rotate around the Queen, fire in short 
bursts from the right, then top, then left and 
finally from below to get rid of the bees. Use 
controlled bursts otherwise you will run out of 
bullets. As long as you keep the bees at bay you 
should defeat me Queen after going around 
about 15 times. 


Plat 
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w Inside: 

Get rich quick 
with our amazing 

Theme Park 

strategy guide! 


Discover all the 
characters and 
moves for 

Eternal 

Champions 


Tha Final Fhmtiar 

Our feature explores Sega’s 
strange, new console! 

- Preview fd 

Pete Sampras Tennis ’96 - Mega Drive 
Fatal Fury Special - Mega-CD 

Rttmewed 

Chaotix - Mega 32X 
Alien Soldier - Mega Drive 


1-MphO 
|J%B0r-A%a At* 


If you wish to reserve a copy of SegaPro or 
SegaPro CD, hand this form in to your local 
newsagent. 

Please reserve me a copy of: 

□ SegaPro (ISSN 0964-2641) at £2.50 

□ SegaPro CD (ISSN 1354-859X) at £5.99 

SegaPro and SegaPro CD are available the 
second Thursday of every month. 


i^hi ■■ hi mmm 

ik tmm 

Please reserve me a regular copy: 

Name..... 

Address. 

Postcode... 


SegaPro And SegaPro CD are distributed by Seymour Ltd (0181 679 1899) and 
are published by Paragon Publishing Ltd (01202 299900). Both are fully SOR. 


Phone 








































Now is this guy cool or what? Shell Shock it is! If it has a 
shell, shock it to death with 7-Up bubbles. All you have to do 
is collect 60 spots, this will get you to the next level. Keep col¬ 
lecting, and you’ll wind up visiting the bonus level - the bonus 
level message will tell you when and if you’re cool enough. 
Hidden here, there and everywhere are little red spots, and a 
cage. Comb the beach for spots, watches, flags, 7-Ups, then 
cool shot your way into the hearts and heads of every crus¬ 
tacean and any annoying dragonflies which get in the way. 


I suppose you will be interested in knowing where 
you start from? Well here it is - you're the little red 
one! Start by heading right across the beautiful 
beachy dunes, well be back later for the balloons! 


1: Shell Shock 








course^ii^s^ot^acrobatlcsTThe^ressure fS f 

sets 

you want fhe bonus? V * C °°' enou 9 h ' or do 


This hole in [he post is your way through to the 

&*?*&*■ j is anott,er one at 
I r botfom of the second post along. Beware 
there is a fish with an attitude parked next to'it 


These slippery little suckers are just a part of what 
you are going to have to overcome to get your 
100% cool bonus. By hitting the B button a few 
times you should blow them away with your supply 
of 7-Up bubbles. 




Amongst the ropes are a pile of spots for the 

mtbf | JUS uf nCm L be r r t0 eradicQ te any 
potential problems before you start climbing 


VIRGIN 


PLATFORM ADVENTURE 


It is my privilege to introduce Cool 
Spot - the coolest dude around! He’s j 
the yo-yo in the 7-Up ads. Spot may I [ 
not be Fido Dido, but he’s certainly H 
the coolest little fellow on the block. I 
The folks at Virgin have surpassed 
themselves to bring you one of the best 
platform games to hit the Mega Drive. 
The powers of Uncool have snatched your 
buddies and it is your task to battle, blast 
and hurdle through 11 fun and frantic lev¬ 
els of platform action. The graphics are 
so hot, you’ll need to wear shades and 
the music will melt your ears! 
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spots. It is also advisable to clear the two hermit crabs which 
are wondering about the arm rest. Got the spots? Keep 
heading right, you must clear the beach to start with. 
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This is what the objec¬ 
tive is. Your buddy is 
caged and wants out. 

If you are cool enough, 
(60 spots or more), 
and a good shot with 
your 7-Ups, you can 
now proceed to the 
next level. If you are 
not cool enough, the 
hand will point you 
back. More spots! 


One flag and one watch. The flag bring: 
you back to this spot (ho, ho) should you 
die, and the watch increases your time by 
30 seconds. There's another watch above 
the deck chair, amongst the balloons. 


Now that you've 
cleared the beach, you 
can head to the hills (or 
at least the balloons), 
knowing you aren't 
going to rail into prob¬ 
lems on the sand. Up 
left, and you're on your 
way - balloon to bal¬ 
loon style. Don't forget 
to pick up the spots 
where you came in. 




Bonus 

Different levels of the game require 
different amounts of spots to get into 
the bonus level. One thing is certain, 
you’ll need more than 60, ’cos 60 
spots is only good enough to get you 
to the next level - bonus not included! 
There are six bonus levels in total, 
each contains 100 spots - be they lit¬ 


tle red things or 7-Ups. The jewel in 
the crown is a letter, either U, N, C, O, 
L or A. Each bonus level contains 
one. Though don’t think all you’ll find 
are bubbles! Sooner or later, mines 
start to appear, and believe me, these 
can cause some serious health prob¬ 
lems so avoid them at all costs! 


£ Si SSSffpiSMfi «- ^ i™ * i„ „ «s~, 

your path as your bSEErf it' to _ *?.<V*T and bees blocking 7 
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case of heading right and upwards. 


Sutyou-, cool enough T - me l 
him back and keep collecting! If you do 
however, then at the top of this post is the 
cage. Time to free your buddy. 


Levels 


Cartridge supplied by: 

Megabitz 

Tel: (0202) 303956 































You have indeed done well. You have 



Nothing but pure skill 
will get you tn rough this 
level Make the most of 
the flags. If you die/ 
you'11 come back to this 
point. It sounds bad, but 
believe me - it's a gift 
from someone higher! 


Decisions, decisions. A ten thousand points bonus and the bonus 
level for 1 00% cool, or scrape through with the skin of your teeth! 


After moving across 
the bottom of tne level, 
move up and head 
left. Behind the shoe in 
the centre of the level 
are two bad guys. 
From the shoe, head 
left, go up and then 
right again; collecting 
coins as you go. 


This is the last flag, 
and the closest to the 
cage. If you don't have 
enough spots, check 
behind the pipes. 

There are plenty more 
places to check out. 

Just because you can't 
see them, doesn't 
mean the/ re not 
there. 


Hop into the bubble and get onto the 
rocket above your head. Slip left and 
claim a bounty of spots. You'll then 
fall onto the lily pad below. 


So close. Only those 
few short steps to go. 
Good luck! The cage 
is only two mice, one 
mouse trap and two 
levels below you. 
Remember, have you 
enough spots? 


It's about this time 
when it's very useful to 
know that if you drop 
in the drink - you ain't 
getting out! Jump onto 
the lily pad on the left 
and snoot the frog on 
your right. Using all of 
your skill, jump from 
pad to boat to duck, all 
across the pool to the 
other end. 


This level's harder isn't it! In the last few feet you 
should have come across more grief than the 
other levels put together. It can only get better - if 
only ! Head up and keep going. 


Straight from the start you'll run into trouble, be not afraid, your cool shots will cut him, 
and his cheese-throwing antics down to size. Just.don't rush or you'll wind up dead. 


INVINCIBILITY & 

LEVEL SKIP 

se the game and press 
S, C, B, A, C, A, B, C B, 
AandC. 


almost made it to the Toy Store - but 
not quite. Use the map as much as you 
can. Despite a couple of detours, there 
is only one route to the cage and your 
fellow spot. Joy upon joy - nothing that 
flies either! All you have to face is some 
peeved, cheese-throwing mice, a few 
spiders and some barbed wire, with a 
couple of mouse traps thrown in too! 


In this level you pit your wits against the clock. You have probably noticed 
that the eight minutes you get doesn’t seem to go very far, especially 
when there are so many places to hide little red spots - damn their oily 
hides! The bad guys are all mindless toys, they take a battering as they 
mindlessly walk back and forth, so, if at all possible, get underneath 
them. Remember what you have learnt and it’ll become a piece of cake. 


This level is not for the fearful or talentless. Cheese-throwing mice 
have changed to water-spitting frogs who aim with deadly accuracy, 
and the things that fly are now planes that drop bombs! Two things to 
remember, water kills - for good! The UFOs are handy as temporary 
platforms, but not permanent ones - they give way! Jump again and 
they will reset for another chance. 
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From the start, head left and find two hid¬ 
den spots behind the shoe. Spots are hid¬ 
den everywhere, there are eight in the lad¬ 
der of the fire engine and two in the cab. 


This is the only other flag. If you 
die, you are so very close to the 
cage and ultimate success. Keep 
heading right. 


Walk off the edge of the blimp and 
collect two 7-Ups and two spots. 
The small bubble will bring you 
back up - so don't worry. 


/ first things first, get this little bottle. With any luck 
you'll have seen them iDefore - they restore some of 
your health. While you're here, drop to the bottom; 
avoiding the bouncing blobs and look in the boxes. 
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These biplanes drop rather painful bombs. A quick burst of bubble power 
is enough to clear them for good. Jump, bounce and hop to the far left. 
Once there, use the big bubbles to get to the blimps above your head. 


After killing little froggy, use the balloons to get onto the red blimps. To the right of the first blimp is a 
collection of spots, you should now fall onto the duck. Back up and use the flying saucers to cross to 
the next blimp. Beware, they don't hold your weight for long, so jump on and jump off fast! 


Head across the top of the level. The cage is in the top right 7-Ups - don't you just love em? Here 
comer. On top of it is a flag. Raise it, and keep moving are two for the taking! Look around, 

I towards the cage; keeping as high as possible. there are more kicking about. 


This is the hanging ball vou are aiming for. Now for some real skill. Jump left and 
then, once clear of the sheff, push hard right - hey presto! Congrats, you've made it. 
Before shooting the cage, look in the boxes on your left. There's a way in at the top. * 


IE 


IE 
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confused, it’s 


''Y\ . u y ,M y Around’ again. 
/ h,s , ,s a new and improved 
level. Back are all of your 
° ld favourites: the robots, 
the radio-controlled cars the 
wind-up teeth with legs and 
not forgetting the bouncing 
blobs which go bang when 
you shoot them. But now 
you ve got biplanes and , 
their bombs. Enough? The 
icing on the cake are the r 
spinning pencil creatures ■ 
Believe me, you don't want J 
hese in your desk draw- k 
■ Don 1 9° too close or they’ll £ 
buzz you to death. They're ' 
also invincible while they are “ 
spinning - not good when | 
you re hanging off a lerinoi 


Radical Rails 


ristened this level Radical 
kidding! So you think 
every type of g a ™ e ,P lan tn 
- this is a one off ride to 
self go and you’ll wind up 
,1 spin. However, if you re 
realised, that by jumping 
kill you can work your way 
A couple of handy things 
an see from the masterfully 


’Wading Around’ pre¬ 
sented just a few prob¬ 
lems. Combine this with 
a background that flash¬ 
es past at the speed of 
light, and a couple of 
crack shot desperados, 
and what do you get? 
More hassle than mortal 
man should be faced 
with. The best way to 
complete this level is to 
study the comprehen¬ 
sive map, look and learn 
where the bubbles and 
flying saucers are, then 
put yourself in the 
hands of the unknown... 


Jump onto the UFOs, 7-Ups 
and spots await. 


FF078 A0039 
Increased Cool % 
FF078 C0058 
Unlimited Life 

FF077 00001 

Invulnerability 




SfJ- 
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Here's a little point worth tak¬ 
ing note of - waste this sucker! 
There is no set route to take so 
,u ^ ork ypur way back and 
forth and don't get killed. It 
would be such a shame this 
for into the game! 


NAME: Cool Spot 

H gSp T 4 > t C «^T LETE: 1 week 
rf p“ E AT SCORE: 846 700 
NUMBER OF LEVELS: 11 

t™*?" RAT,NG: me dium 

Of th A e X m S ag,' 9h Sc0res - The addres * is at the front 


From the start, climb down onto the engine's grill for 
a 7-Up surprise. There are more spots nidden in the 
cab and inside the coal truck. 


I Out of the coal truck and shoot your way into the carriages. The Virgin bandits pop up to welcome you aboard. 
Work your way through the carriages collecting spots. When you hit the 'Southern' ore wagon, blast your way past 
the miners. The tennis ball hides a couple of spots. Jump high and there be two more under the balloon. 


40 Platform Busters 


7UP™ and SPOT™ are trademarks of The Seven-Up Company, Dallas, © 1993. 





























on the right hand side of the level 
' os some famous dude once said. 


Seelc and ye shall find, 


remaining spots. T^e W^our Po^thel ^ 




If you've go 
than 60 spo 


^.nerwise, 
nearly there 
Clear away 
bad guvs, r 
and balls, tfi 
check out th< 
boxes, they 
should have 
spots scatter? 
|U inside. Head 
up and away 
J Incidentally, f 
is a little watc 
stashed just b 
where you an 
standing agai 
the wan - it's 
worth having. 


useful to add to your already huge collation! 


ot spots left. It's worth the gamble to get 
them, especially the 7-Up. Bounce your way to thi 


Loads of 

he 7-Up. Bounce your way to the 
balloon and then back up to rescue your pard'ner. 



Watch this space amigo! Get ready for a novelty. The Virgin 
Express Bandits, have made it into the sky, and they're waiting to 
fire their stuff at you. Don't let them get to their guns first. 


The caboose is a whole heap of happening things. Climb inside and shoot the roof s occupants to 
oblivion. Now climb up and raise the flag. This way, if any accidents occur, you're back to this point 
at least. Now you can pick up the glass of health-restoring cola. Above is something to watch out for. 


8: Locomotive 


7UP™ and SPOT™ are trademarks of The Seven-Up Company, Dallas, © 1993 


Platform Busters 














From the start, the first thing 
to do is (get the spots hidden 
behinathe pipes - three in 
all. (Get used to looking 
everywhere, especially 
behind pipes). You've got to 
go down, but mice are wait¬ 
ing so shoot them as quickly 
as possible. Now head left 
and down. 


There are three spots hid¬ 
den behind mis pipe. 
Don't miss them. There is 
also one more down 
below, but it's covered by 



s* ' 


Get used to looking in 
and fighting your way 
out of deaa ends. This 
level has the annoying 
habit of producing a 
few - be warned. 


With no energy or time 
bonuses to pick up, the 
next best things to find 
are flags. Ana lo and 
behold.. 


Do you want to risk 
some health for a lot of 
spots? The pipe by the 
cage hides two spots 
for a start. Run past the 
cage and your buddy, 
j then head up using the 
bubbles, you've done it 
before so it should be 
no trouble. Now go 
left: avoiding the 
spikes, before heading 
up and bounce to the 
right. The hole at the 
top has go three more 
[spots... so grab them! 



By now you should be so accustomed with the control pad and this little red fellow, 
he can be made to headspin on a two penny piece - so make the most of the mouse 
traps. They can be used to throw you over tne mice, just watch out for the spiders! 


ii • 


Just like in the very first level, all 
that time ago it's best to clear the 
beach of nasties before attempting 
to play with the balloons. So, my 
most excellent friends, get to it ana 
head right; blasting as you go. 



Once the beach holds no more surprises, it's No more spots hidden in the depths of 

time to take to the air. All of the balloons the deck chairs, but there are two hid- 

move - jump aboard and see where. ^ den behind the can of 7-Up. 










Yes, this is it... the one, the only - the last level of Cool Spot. What a rollercoast¬ 
er of a ride it's been. Although it's not the hardest level, it is easily one of the 
most enjoyable. Not many of the spots are found on the ground, most of them 
are sitting pretty in the air. The two speakers make excellent platforms to find 
balloons with, and the sounds they are pumping out are most funky (2 Unlimited 
eat your heart out!). Once again, check out the map and you'll get a better idea 
of where and when to be so that you will happily link up with the loads of bal¬ 
loons wondering about in their individual directions. Come on people, this is the 
last level. And if you haven't got all six letters to ‘UNCOLA'', this is your last 
chance. All you have to do is collect spots - what could be simpler? 
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ZOWEEEEEEEEEEH 


Bang! Whizz! Zoom! Hurrah! Yippeee! 

The games have cometh to an end You are too cool to 
fool. You beat the crabs, the planes, the robots, the 
mice and everything else the powers of Uncool could 
throw at you. All 11 cool pals are free, and you should 
have made your UNCOOL bonus too, cool! - Party on! 


This is the tenth and 
penultimate level and is 
by far the hardest. You 
start in the bottom left 
corner and gradually with 
the greatest of care, and 
hardest of opposition, 
have to work your way to 
the cage in the top right. 
Don’t fall off the posts or 
you’ll wind up very, very 
dead. Lots of crabs and 
bees and spiky urchins 
makes for fun, fun. fun! 


■ 

Climb this rope. At the top, | 
jump right and you should just 
reach the next rope. On the 
other side of the crab is a 
watch - 30 extra seconds. 


It may not look the best route 


and Roll 


It may not look the 
through, but believe 


me it is. A 


platform with the crab. As soon as 
you land, don't hang around, fire 
your bubbles as fast as lightning. 


From the start, jump up onto the 
nails. At the top is a 7-Up. Bees \ 
come from everywhere to have a 
go. Say nighty night to the crab 
and the oyster, then bubble them 
to pieces. There is another 
7-Up above two nails on the 
largest post on the right. 


The best way to get to the cage 
is by heading up here. At the 
top, use the big bubble to start 
moving rignt. Now all you 
have to do is ride the bubbles 
as far as you can. Trust me - 
now hard can it be? 


Arghhhhl! From out 
of nowhere: a 
swarm of suicide 
bees. Buzzing things 
with a mission to 
kill! Keep shooting, 

I the cage is so near. 


I spy with my little 
eye, so many spots, 
you'll want to fly 
(groan)! A good 
running jump should 
pet you to all of 
lem and perch you 
on the platform on 
the other side. 
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Whatever you do, don't hit the 
oyster-spitting pearls and fall into 
the bottomless abyss. That really 
would be a waste, there's a flag 
here for the taking. 


There are lots of spots which 
seem to sit in very obscure 
places. What you will find is 
that the balloons will often drag 
you through them as you hang. 
If you hadn't noticed, the cage 
is to your right - but spot hunt 
until you've got all 100%. 
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WHY BUY ? 

ONLY 

£150 


FOR EACH EXCHANGE 


LIST THE 

MEGA-DRIVE GAMES 
THAT YOU WANT 
IN ORDER OF PREFERENCE 



SEND YOUR BOXED GAMES 
INCLUDING MANUALS 
IN A PROTECTIVE ENVELOPE 


INCLUDE YOUR 
NAME & ADDRESS 
& 

CHEQUE/P.0 PAYABLE TO: 

( megaXchange” 


PoOo BOX 11751* ABERDEEN, AB42 7ZW 


VfSA 


14 SANDY MOUNT, BEARSTED, MAIDSTONE, KENT, ME 14 4PJ (MAIL ORDER ONLY) 
TELEPHONE- 01233 663996 

SOME EXAMPLE PRICES - PLEASE CALL FOR ANY TITLE NOT LISTED OR SEND S.A.E. FOR FULL LIST 

GAME ZONE SHOP AT: 


ADDAMS FAMILY VALUES 
ASTERIX - POWER OF GODS 
BATMAN & ROBIN 
BLOODSHOT 
BONKERS 

BRIAN LARA CRICKET 
CANNON FODDER 
FI5 STRIKE EAGLE 2 
FIFA ‘95 

FLINTSTONES (SONY) 
ITCHY & SCRATCHY 
JIMMY WHITE’S SNOOKER 
KAWASAKI SUPERBIKES 
PGA GOLF 3 

PIRATES OF DARK WATER 

PITFALL 

PUTTY SQUAD 

ROAD RASH 3 

SMURFS 


NEW 

T.B.A. 

£37.99 

T.B.A. 

T.B.A. 

£34.99 

£34.99 

£37.99 

£24.99 

£37.99 

T.B.A. 

T.B.A. 

£26.99 

£34.99 

£34.50 

T.B.A. 

£27.99* 

T.B.A. 

£34.99 

£34.99 


SOLEIL 
STARGATE 
STORY OF THOR 
STREET RACER 
STRIKER 
SYNDICATE 
THEME PARK 
TRUE LIES 
X-MEN 2 
ZOOL 

ACCESSORIES 
USED TITLES 
CD GAMES 
32X GAMES 


NEW 

£38.99 

£39.99 

£49.50 

T.B.A. 

£39.99 

£37.99 

T.B.A. 

T.B.A. 

£37.99 

£14.99* 

CALL 

CALL 

CALL 

CALL 


•SPECIAL OFFERS WHILE STOCKS LAST 
WE RESERVE THE RIGHT TO 
CHANGE PRICES E&OE 


Please make cheques/P.O’s payable to Bearsted Game Zone Recorded delivery P & P £1.50 
ALWAYS TELEPHONE TO CHECK THE GAME IS IN STOCK BEFORE SENDING 


18-20 NEW RENTS 
HIGH STREET 
ASHFORD 
KENT 

TEL: 01233 663996 
FAX: 01233 664830 

I00’s of USED TITLES 
AVAILABLE FROM £7.99 
(SEND S.A.E. FOR LIST) 

PART EXCHANGE 
WELCOME 

SHOP PRICES MAY VARY 




I C* W €* Ft 


103 Skipton Road, Harrogate , North Yorkshire , HG1 4LJ 

Tel: 01423 320094 Fax: 01423 303070 


SEGA SATURN 

Sega Saturn inc. Virtua Fighters, 

UK PSU & scart lead £495.00 


Victory Goal 
Panzer Dragon 
Clockwork Knight 
Datona USA 


£56.95 

£54.95 

£45.95 

T.B.A. 


Sega 32x 

£145.95 

Doom 

£51.95 

Virtua Racing 

£53.95 

Star Wars 

£53.95 

AMIGA CD32 

Amiga CD32 inc. Critical Zone 

£193.00 

Bump & Burn 

£23.95 

Jet Strike 

£21.95 

Jungle Strike 

£21.95 

Top Gear 2 

£23.95 

Nick Faldo's Golf 

£27.95 

Panasonic FZ1 3DO & game 

S/Hand 

£340.00 

S/Hand Games 

The Need For Speed 

£25.00 

Theme Park 

£25.00 

Fifa Int. Soccer 

£25.00 

Road Rash 

£25.00 

SONY PLAYSTATION 

Sony Playstation inc. Ridge Racer, 

UK PSU and TV Converter 

£559.00 

Sony Controller 

£35.95 

Super Parodius 

£62.95 

Cyber Sled 

£67.95 

Crime Crackers 

£62.95 

Raiden Project 

£67.95 

Kileak the Blood 

£62.95 

Toshinden 

£62.95 


Goldstar 3DO inc. Fifa Int. 

Soccer, Putt Putt joins the 
Parade, Step Down Transformer, CTTTT 
TV system converter,ready to 
use on Pall TV 


$ 


£385.00 

UK Panasonic 3DO £380.00 

3DO Control Pads £24.95 

Alone in the Dark £34.95 

Another World £37.95 

Crash ‘n’ Burn £30.95 

Demolition Man £32.95 

Fifa Int. Soccer £38.95 

PaTank £32.95 

Samurai Shodown £34.95 

Slayer £34.95 

Starblade £39.95 

The Need For Speed £37.95 

Super Streetfighter II Turbo £54.95 


Atari Jaguar inc. Cybermorph £154.95 

Jaguar CD Drive inc. 

Blue Lightening £145.95 

Cannon Fodder £42.95 

Doom £49.95 

Checkered Flag £32.95 

PC CD-ROM 


All prices include VAT 

Postage £1.20 

Hardware £5.00 

Next Day Delivery £8.00 

Cheques and PO’s only made payable to 
Next Generation 


• IBfVI PC • ATARI ST • SUPERNES - MEGADRIVE • GAMEBOY • AMIGA • 

• MEGA CD • COMMODORE64 - GAMEGEAR • CDi • SINCLAIR SPECTRUM • 

• NES * CD 32-NEO GEO* ATARI JAGUAR * MASTER SYSTEM • 
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| 0891 1Q1 334 


IF YOU MISSED LAST WEEKS MESSAGE CALL 0891 lOI 235 


NEW! Moga 0mu Urn - Moga Drfva M*ga CD ......0891 448 787 

NIW1 Saga IpoMtoab, 330, Maga CD, Mega, Mariw0891 448 933 
NEW! Handheld Hot UiwOaaaboy, Gaaegear, Lynx 0891 448 990 
NEW! Console ChoaHhe (H It eats Cart* It lives haul) 0891 448 991 
NEWI Soper Nintendo Dams Line • SHIS ..............0891 448 913 

NIWI Ike Aalga Oases Line • Seafaring CD32 .......0891 448 780 


•W 


Are yee stack PROBLEM Qw<tioiU 

iwJVJg^BUSTERS 0891 445 977 


SONIC 'N' KNUCKLES - GAMERS GUIDES.0891 445 946 


sonic 1,2 & 3.0891 445 941 

EARTHWORM JIM.0891 445 985 

lion king .0891 445 951 

MORTAL K0MBAT 1 & 2.0891 445 987 

DONKEY KONG COUNTRY.. 0891 445 928 

STREETFIGHTER 2: (World Warrior, Super, Turiw,SCE)....0891 445 940 

THE STRIKE LINE: JUNGLE, DESERT, URBAN__0891 445 953 

DOOM_._.0891 445 926 


FOR FVU. INFORMATION ON All OUR SERVICES CAU 0891 445 939 


GUIDING LIGHT COMPUTER SERVICES LTD,P.O. BOX 17, ASHTON UNDER LYNE, 0L7 0WW 
If you are under 18 please ask permission to call. Maximum call charge at peak 
rate £3.68. Calls cost 39p per min cheap rate, 49p per min at all other times. 
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EXCITEMENT 
= =±r DIRECT 
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FREE CATALOGUE 
PLEASE SEND STAMPED 
S.A.E ANY SIZE 

01242 516116 


MEGADRIVE GAMES 

ADVENTURES OF BATMAN & ROBIN.39.95 

ADVENTURES OF MK3HTY MAX.18.95 

AERO THE ACROBAT.35.95 

ALIEN SOLDIER.35.95 

ASTERIX.18.95 

ASTERIX - POWER OF GODS.35.75 

ATP TENNIS.36.95 

BALLJACKS.16.75 

BEAVIS AND BUTT-HEAD.35.95 

BLADES OF VENGEANCE.9.95 

BLOODSHOT.33.95 

BODY COUNT.18.95 

BONKERS.29.95 

BUBBA ‘N’ STIX.16.95 

CANNON FODDER.34.95 

CAPTAIN AMERICA.14.95 

CHAKAN.16.95 

DINO DINI’S SOCCER.19.75 

DR ROBNIKS MEAN BN MACH.23.75 

DYNAMITE HEADDY.28.95 

EARTHWORM JIM.40.95 

ECCO THE DOLPHIN 2.28.75 

EX MUTANTS.15.95 

F117A NIGHTSTORM.12.95 

FIFA SOCCER.23.75 

FLINTSTONES.24.95 

GHOULS N’ GHOSTS.17.95 

GLOBAL GLADIATORS.10.75 

INCREDIBLE HULK.15.95 

INTERNATIONAL RUGBY.36.75 

JELLY BOY.33.75 

JIMMY WHITES SNOOKER ...26.75 

JORDAN ADVENTURE.36.75 

JURASSIC PARK-RAMAGE ED.28.95 

KAWASAKI SUPERBIKES.31.75 

LAWNMOWER MAN.16.75 

LEMMINGS 2.24.75 

LETHAL ENFORCERS 2.35.95 

LOTUS TURBO CHALLENGE.14.75 

MADDEN NFL ‘94.16.75 

MARKOS MAGIC FOOTBALL.15.95 

MEGA BOMBERMAN.27.95 

MEGA TURRICAN. .. .17.95 

MEGA SWIV.34.95 

MICRO MACHINES 2.24.95 

MORTAL KOMBAT.22.95 


MORTAL KOMBAT 2.35.95 

MR NUTZ.21.75 

MR NUTZ 2 .32.95 

NBA JAM TOURNEMENT.38.95 

NFL QUARTERBACK CLUB ‘95.35.95 

PIRATES OF DARK WATER....22.95 

POWERDRIVE.31.95 

PRINCE OF PERSIA.15.75 

PROBOTECTOR.27.95 

PUGGSY.15.75 

PUTTY SQUAD.33.75 

RANGER - X.18.95 

REN & STIMPY.18.95 

RISE OF THE ROBOTS.25.95 

RISTAR.35.95 

ROAD RASH 3.28.75 

ROAD RUNNER DESERT.35.95 

ROBOCOP V TERMINATOR.18.95 

ROCKET KNIGHT ADVENT...12.95 

ROCK’N ROLL RACING.35.95 

RUGBY WORLD CUP ‘95.36.75 

SENNA’S SUPER MONACO ....21.95 

SHADOW OF THE BEAST.14.75 

SHINING FORCE 2.36.75 

SKELETON KREW .40 95 

SMURFS.32.95 

SNAKE RATTLE AND ROLL ....16.95 

SOLEIL.36.75 

SONIC & KNUCKLES.34.95 

SPIDERMAN ANIMATED SER.40.95 

STARGATE.34.95 

STREETS OF RAGE 3.36.95 

STREET RACER.36.95 

STRIKER.35.95 

STREETFIGHTER 2.44.95 

TAZMANIA 2.29.95 

TINY TOONS.24.95 

TOE JAM AND EARL II.17.95 

THE STORY OF THOR.46.95 

TOUGHMAN CONTEST.43.95 

TRUE LIES.39.95 

URBAN STRIKE.26.95 

VIRTUAL PINBALL.9.95 

VIRTUA RACING.49.95 

WARLOCK.33.95 

WINTER OLYMPICS.15.95 

WORLD CUP USA ‘94.15.95 

WRESTLE WARS.14.75 


WWF RAW.42.75 

X MEN 2.35.95 

32X GAMES 

BC RACERS.40.95 

COSMIC CARNAGE.48.75 

DOOM.47.75 

GOLF MAGAZINE BEST 36....39.95 

METAL HEAD.39.75 

MORTAL KOMBAT 2.44.95 

M0T0CR0SS CHAMPIONSHIP.36.95 

NBA JAM TOURNAMENT ED.47.95 

NFL QUARTERBACK EDT.48.75 

NIGHT TRAP.48.75 

STAR WARS ARCADE.39.95 

VIRTUA RACING.39.95 

MEGA CD GAMES 

BATTLECORPS.26.95 

CANNON FODDER.36.95 

CLUEDO.31.95 

CORPSE KILLER.38.95 

DRAGONS LAIR.34.95 

DRAGON LORE LEGEND BEGINS.36.75 

DUNE.33.75 

DUNGEON MASTER 2.36.95 

ECCO THE DOLPHIN.23.95 

FATAL FURY SPECIAL.36.75 

FIFA SOCCER.22.95 

FLUX.36.75 

FLYING NIGHTMARES.35.95 

KEIO FLYING SQUAD.36.75 

KIDS ON SITE.40.95 

LETHAL ENFORCERS 2.32.75 

LINKS GOLF.38.95 

ROAD RASH.32.95 

SAMURAI SHOWDOWN.36.75 

SILPHEED.25.95 

SLAM CITY.35.95 

STAR BLADE.32.95 

STAR WARS.33.95 

SUPER STRIKE COMMANDERS.35.95 

SUPREME WARRIOR.35.95 

THUNDERHAWK.20.95 

WONDER DOG.14.95 

WORLD CUP GOLF.35.95 


WE HAVE A LARGE RANGE OF OTHER GAMES, HARDWARE & ACCESSORIES AT GREATLY DISCOUNTED 

PRICES FOR MEGADRIVE, MEGA CD, MASTER SYSTEM, GAME GEAR, SUPER NES, GAMEBOY, 3DO 

send to:- 

EXCITEMENT DIRECT (SXS6) 

P.O. Box 26, CARTERTON 

OXON, OX18 4UL 

Free postage for the UK 

NAME 

ADDRESS 


£2 Europe, £3 overseas 



ITEM 


POST CODE 



PHONE NO 



1 enclose a cheque/P.O. made payable to 

EXCITEMENT DIRECT 

Please allow sufficient time for cheque clearance. 

All items subject to availability. Prices may change without prior notification. 



GRAND TOTAL 



PLEASE MENTION SEGA XS WHEN RESPONDING TO ANY ADVERTISEMENT 































































































































































































Another biggie from our sold out 
Issue 13 that we keep getting 
sackfulls of requests for. 

Well, here you go! 

Based on the Disney classic, 
take control of Simba and help 
him through ten massive levels 
to claim his birth right and help 
him grow into the wise old Lion 
he must be to become King. 
Never fear, the SEGA XS full and 

complete 
solution is here. 

Ain’t life glrand! 
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The first level is called 
Pridelands. Simba must 
simply climb to the very 
top of Pride Rock and 
defeat a lame hyena. 
From the start point in 
the bottom left of the 
level, run quickly along 
the ground to the right, 
leaping over the crea¬ 
tures and roaring to stun 
them. Now it’s time to 
start bounding up the 
rock, following a logical 
route, but always going 
higher and higher. Take 
time to weed out all the 
bug bonuses before fac¬ 
ing the laughing hyena. 


Simba must reach this point at the end of the level and fight the rather tired looking hyena. Stay on 
the left and wait for the hyena to pounce in your direction. When he does this run under him and 
til he stops to catch his breath before leaping on his head to exit the level. 


E@w@0 H 



Leap over this gap and carry on up to the higher ledges on Pride Rock. Take every 
opportunity to grab the bug bonus ana either jump clear over the little creatures on the 
rock or roar first to stun them and then nop on their heads to get rid of them. 


On the first part of the second bird ride follow this sequence after sim¬ 
ply running past the first three trees: Jump, duck, jump, jump, duck and 
double jump. This sequence takes you safely to the point highlighted. 


Level 2.4 




Simba just can t wait to be King and so the 
bouncy little character is about to have some 
fun roaring at the monkeys. When Simba 
does this the pink monkeys give a whimper 
and turn the other way. These pink monkeys 
are the anchor men for the acrobatics that 
take Simba across the Lake. Take care in the 
big bird sections and always be on the look 
out for those handy bug bonuses. 






Platform Busters 






















Jump up at the rhino's head so he bumps you up to the monkeys in the tree 
above, me monkeys now toss you onto the giraffe and you must hop across 
their heads before the giraffes toss you in the water hole. 


Roar at these two monkeys in order to change their 
direction. Now jump on tne rhino's head ana allow 
the monkeys to toss you over to the next section. 



As you ride the ostrich you must jump over the hogs 
and auck under the low branches. The sequent 
jump, duck, jump, c 


From the restart point, claw your way up to the top of the hippo stack 
and leap across to the tree on the right. Here you can gain an extra life 
before vaulting over the giraffe to the next big bird ride. 
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JUST CAN'T WAIT 


The second part of this sequence goes like this. Duck, duck, 
jump and double jump. Now you will be bolted over to the 
last section in the level. 



Roar at this first monkey and go to the left hand rhino 
to be shunted up to the other monkeys and launched 
across to the other side of the lake. 


On the second tree you land here. Roar at this monkey and drop down to make your way back over to 
the first tree via the logs on the lake. Now get thrown back to the first tree. Roar at the monkey there 
when you land and then drop down to the floor to roar at the first monkey again. Now your ready to fly. 
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Level 3 


At the start Simba drops down at this point and he must make his way to the left, 
before falling down the gap to make his way to the bottom left comer. Collect the 
bug bonus before carrying on over to the right, along the bottom route. 


STAMPEDE 


f ***.,*& - m 


:Cv .M • 

'■$ fi$ * ■ !A ft. * yii i' 
• : { V ; -\/x a; , 




The Elephant Graveyard is a dark and scary place for young Simba who must pit his 
wits against the evil hyenas and vultures living there. Some of the old bones making 
up the platforms drop away as Simba steps on them, so every movement must be swift 
and accurate. There are plenty of bug bonuses to be had as well as extra energy and 
lives to collect. 


Run and leap off the elephants spine and press 
up to grab tnis bone handle. Now leap across 
to the next one in order to drop down to the 
thin platform below. 



All DISNEY 




• : . 


Your tyrannical Uncle Scar 
has lured you into the path of a 
stampede of wildebeest. As 
you run towards the screen 
the wildebeests are running 
much faster than you, tram¬ 
pling you under foot if you 
don’t react quickly enough. 
Move from side to side to 
avoid the animals as they 
speed past you and watch out 
for the flashing warning signs 
at the bottom of the screen, 
which means a dangerous 
obstacle is approaching. Jump 
at these points and keep on 
moving until the level’s over. 


Level 4 
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Platform Busters 
























Paw awcw this pile of rotting bones and launch Simba up the rock face via the small 
hand holds on the sides, mien you reach the top, drop down the other side to land 
on the elephant skin which acts like a trampoline over to the next ledge. 


Keep on running as the end looms into view. Be on 
your guard at ail times, otherwise those wildebeest 
will have your guts for garters! 




























juence of small plinths and handles This is the second rolling boulder section you must run through. As you drop 

lie, making sure you keep your fin- down and roll on the left hand side, a huge boulder begins lo follow you, if 

it of time while Simba is in mid-air. you hesitate for any time at all, the boulder crushes you. 


This is the most difficult section of the level as it involves a whole 
for Simba to swing on. Take your time swinging from handle to h< 
ger on the direction button for just the right am 




























Use these handles to claw up to the restart point above. Now 
run to the right, flattening me frogs as you go and fall down 
the water channel while constantly pushing to the right. 


Get to this point by following the water down from the restart point and jumping from 
the side into the waterfall, landing on one of the logs. Now make your way up me 
waterfall by hopping on the logs in order to reach me bridge right at the top. 



the top of the section and stand your ground 
low jump on his head again ana see him run 
away and shiver in the top corner. 



Platform Busters 
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WILLOW 

CASCADE 


Simbas exile continues 
in level 6, where he frol¬ 
ics in the fast moving 
waters of the Willow 
Cascade. Let the flow of 
the water take you in the 
right direction in the first 
section, while you keep 
searching for the bug 
bonuses and stomp on 
the creatures of the cas¬ 
cade. The middle sec¬ 
tion involves the difficult 
falls crossing before you 
have to pit you wits 
against the ape at the 
end. 








































Keep swiping you claws at the leopards as they appear from nowhere and come at you baying for 
blood. There are five or six cats in the attack and tnis type of ambush happens all through the level. 











Grab this enemy Power-up and continue down the rock to face the final 
leopard ambush. Now claw away the overgrowth and continue. 



jin the level at this point. Travel across to the left as far as possible, 
fore moving up to the higher platforms to sneak through to the left. 


This is Rafiki Chase and 
enemies are all around. 
By now Simba has grown 
up into a strong and 
handsome young Lion 
determined to return to 
Pride Rock and reclaim 
his place as the rightful 
King. First though he 
must brave the ragged 
terrain of this perilous 
level, escaping from 
more rolling boulders and 
fighting off hoards of 
enemy leopards. 













More leopards attack along this stretch, so be prepared to swi| 
your claws in anger in order to progress safe 


Level 8 


The Jungle Cavern level is set within a volcanic mountain, deep within the 
Jungle. Hyenas, leopards, bats and red hot lava are the main obstacles to 
overcome, as well as some tricky jumps and puzzles. Watch out for the steam¬ 
ing gushers, littering the caverns and spouting up at set intervals. Note the 
rhythm of these gushers and time your jumps when they are at their lowest. 


It’s all too easy to get lost in the hyena lairs, with sev- 


Head straight for the far end of the first choice of caves after defeating the hyenas. 
Go through this cave to arrive in what we've called Level 9.2 for simplicity. 



eral caves to explore in search of the way out. In every 
cave, be it a dead end or not, hyenas attack you as 
they try to defend their lairs. As soon as you arrive in 
a new and unfamiliar cave be on guard immediately so 
you can thwart any surprise attack. After you’ve killed 
the hyenas you can progress through the matrix of 
caves much more swiftly. 



Enter this set of caves from the left hand enterace and climb over 
the platform in the centre to exit through this cave. 


Do battle with the three hyenas and then make your 
way up to the top cave to exit to the next level 


Do the same on this section. Start off on the 
left, climb up the rock face using the han¬ 
dles and exit through the right hand cave. 


Platform Busters 


























ind cave, fight the hyena and exit through 
the right hand cave to arrive at Level 9.7. 


Enter this section from the top right hand cave, battle the hyenas and grab 
the bonus before exiting to Level 9.6 via me top left cave. 


Start off at the bottom of this section, kill the hyenas and then 
scale the side of the rock face to exit through the top left cave. 


past the tree to exit the level and be transported back 
to Pride Rock to reclaim the throne of your forefather. 


Level 9.7 


Platform Busters 















These overhangs can be awfully tricky to overcome, falling 
here could mean a long journey back to the start. 




Level 10 


Now the final battle with Scar on top of Pride Rock. Keep striking him exactfy like Make it up to this straight section to catch up with Scar aaain for your second battle. Pin 

you have done in the first two battles, after an epic battle Scar falls to his death, the him down in the corner and claw like crazy to make me cowardly lion run off again, 

throne's yours and our exciting story's at an end. 




In the final level Simba must defeat 
Scar to stake his claim to the title of 
King of the Jungle. Simba will have 
three conflicts with Scar on his 
return to Pride Rock. Each time 
Scar will be able to take a lot more 
punishment than you, so you really 
must keep at him until he’s history. 
Be very careful on the dangerous 
route up to the top of the rock as 
thunder will set small fires going as 
you leap from pillar to post. 






In the Kaboom bonus simply catch the bugs as they are tossed to you 
while avoiding the unfamiliar ones to bump up your score and gain extra 
energy and lives. 



















This is the start point of the final level and the scene for your first big battle with 
Scar. Strike as many times as you can with your claws to make him run off. 



































When jumping across this gap, try not to touch this tile as it sends the drawbridge to the left crashing 
down to the ground, making your progress impossible, unless you touch the other sensor pad on the 
screen. However, the more time you waste the less chance you have of saving the beautiful Princess. 


You want a sword? You got it! You want a sword that will kill all of the guards in the game? 
You got it! Simply climb up to this section and grab hold of the sword of your dreams. All 
you need now is the opportunity to use it. Don't worry you won't have to wait long! 


Another guard stands here, waiting to be felled. Strike quickly, or he hits you while 
you're off guard! It's important to give yourself time to unsheathe your weapon 
when facing the guards. Otherwise they strike before you can mount an attack! 


rsrsr'rs 
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This is the switch that you need to hit to open the exit. It's not 
easy to get to, requiring plenty of skill ana patience to reach. 



Fall down here and its curtains for you! Use 
the Prince's climbing skills to get you out of 
any tricky situations, while a leap of faith 
often comes in handy. 


After appearing on just about every 
conceivable format under the sun, 
DoMark saw the light and finally 
released this classic game onto the 
Mega Drive. Why it has actually taken 
about three years to release the game 
onto the Mega Drive is beyond me, but 
seeing as it’s here now, we at SEGA XS 
had to map it for old times sake. 
Every spike blunted, every platform 
leapt across and every level compre¬ 
hensively mapped to perfection. This 
game may have been around for a 
while, but it’s still one tough cookie to 
complete (Just ask Mark! -ED). Even 
controlling the prince takes a while to 
get used to. Anyway read on for the 
answer to your Arabian delights! 
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DOMARK • PLATFORM ADVENTURE 





































































































































Kill this guard by letting him walk towards vou, before swinging your sword 
when he's in range. All of your opponents rail for this trick, welltne/re not 
veiy well educated you see! Once past the guard things get a little easier. 
Although the platforms and jumps still need to be approached carefully. 




Once again the exit is in sight, even on an early level such as this it's 
quite an achievement to get this far. Prince of Persia is not an easy game, 
so always examine our maps before fushing through trie level! 


Once you reach this point in the level, you 
restart from here whenever you die. Phew, 




Platform Busters 


r » (i- f - <(-.(• i • >t<if i • ji • • i ■ i 

trr'i o* rr-n nrwn 

■rr rrrri'rrrrrrrrrr i 

5 %irr:rz.r r r:r.r*r-;r’r i *r 

'nrWr^r. Wf/WrtWwr, 
rmrr^r^rrrr'V'rrr 


• • mtuezq 

• • • TYZJED 

• • • AEFRTH 

• • VTVNTW 

• • OOPEOY 

• • defunn 

• QYZOMS 

• Qvzpwr 

• OrZQGR 

• QYZRQQ 

• Qyzsaq 

• JPPMBF 
OYZUUO 

• QYZVEO 

Qyzwon 


My! Is it level two already?! 
Time passes quickly doesn’t 
it? Especially when the game 
clock’s stacked against you! 
It comes as no surprise for 
those of you who had a 
sneaky peek at the map to 
see this is more of the same. 

The object of level two 
(and every other level from 
now on in fact) is to find the 
exit as quickly as possible 
and escape to the next level. 
The evil vizier knows what 
you’re up to, and has laid out 
a series of death-traps to try 
and destroy you. Can you 
avoid them? Well, follow this 
map and it’s no trouble at all. 
Maybe that’s an exaggera¬ 
tion, but it’s easier anyway! 
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It seems like the levels just keep 
getting harder and harder the 
more we go on. To complete 
this level you need to be a bit 
nippy with the old jumping, or 
you could end up looking at life 
from a different viewpoint — in 
other words dead! 

The route to the exit is fairly 
simple, but it’s just getting there 
that is the problem! You’re 
going to need a head for heights 
and a belly for speed if you’re 
going to be able to complete this 
level. It shouldn’t be too hard to 
do, simply follow the map! 
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When moving across here, try not to get caught within these jaws of doom. Wait 
to jump just as the jaws start to come down. This way, by the time you leap 
through, the blades will be open. Allowing you to leap safely to the omer side. 


Instead of trying to jump over this gap, and probably killing 
yourself in the process, why not climb up to the ledge above 
and run across to the other side? Its a heck of a lot safer. 


More palace guards than ever await you on 
this level. This ones called Ernie, by the way 
(No he's not Mark you fool! -ED). 


Potions like this can replenish any lost energy, so get guzzling! The/re 
found in many of the secret rooms dotted around each level, but shown on 
our maps. Knock floors and ceilings to find the way into these areas. 
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This level has plenty of bad, horrible and downright 
naughty traps to try your luck against. Spikes, falling 
tiles, chopping jaws and plenty of guards all try to 
catch you unawares and usually succeed in doing 
so. The key to beating this level is patience, and 
plenty of it! 

Follow the map carefully and you should have a 
clear idea of what to do next. It’s all fairly straight¬ 
forward really and shouldn’t prove too much of a 
problem for all you competent gamers out there. 


The pressure’s 
mounting now! 
We’re already onto 
level six and there’s 
still no sign of the 
lovely princess! 
Where is she? This 
is all getting pretty 
depressing now! 
Remember you’re 
racing against the 
clock, so get a move 
on and don’t hang 
around admiring the 
view! Take a good, 
long look at this 
map and then battle 
through the level 
like a man! Laugh in 
the face of danger 
and tweak the nose 
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Once you get here, make your way up and to the left. Climb 
through the levels as quickly as possible to save time, but wa 
out for those snapping razor jaws! 


Climb up these two ledges and then make a jump off 
to the right to progress swiftly through the level. 


’One of the main problems in the game is falling 
down deep shafts like this, and becoming 
impaled on the spikes below, so don't do it! 


Keep a sharp eye out for loose tiles which often lead 
to holes in the ground. One sure way to know where 
they are is to jump up into the air whenever you enter 
a new room and see which tiles shake. 


A lot of running jumps are required to survive this level. 
Don't get the timing of these jumps wrong, unless you wish 
to shake the bony hand of Death himself! 


Chopping jaws are the main problem here, this one in 
particular causes all types of problems. Use your uncan¬ 
ny sense of timing to overcome them! 






Its level 5 and we’re still alive! 
Thankfully, things don’t look to 
change much as this level is fairly 
straightforward. Yet again, the map 
is the best thing to follow as it 
shows you where all the traps and 
pitfalls are. 

The number of guards and traps 
you face is gradually increasing, 
although not to any worrying 
degree. By this stage in the game 
you should have finally got used to 
the controls and are starting to feel 
at home with the game. If not the 
jumps you are about to face are 
going to cause serious problems! 


Are you ready for a serious chal¬ 
lenge? Well, welcome to nasty old 
level seven! For the experts at the 
game out there, this shouldn’t 
prove to be too hard, but for the rest 
of us it can get to be a bit of a pain! 
Firstly, make your way along the 
bottom of the level to hit the switch, 
opening the exit door. Once you’ve 
done this, go all the way back and 
along the top of the level until you 
reach the exit. It’s around this level 
you begin to worry about time, so 
get a move on mate! 
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Take your time and jump the gap. There is no point rush¬ 
ing the easier sections and falling to your death. This is 
only going to waste time in the long run. 


The fattest guard in the game by a long stretch, he is also a bit of 
a hard case to beat. Don't let nim push you over the edge of the 
platform to the left and keep your defence up when he attacks. 


Reach here and 


mm? 


A pesky guard needs to be dealt with here, so 
deal with nim swifHy before advancing quickly 
past his still twitching corpse! 


Keep an eye out for traps such as this one. A twin set of evil cho 
blades are waiting to slice you in two. Either leap through both of th 
the same time or try to stand between them timing each individual 


Hit this switch to open the exit, before 
racing up and out of this fiendish maze 
of dead ends and platforms. 


Level 8 brings you 
even deeper into the 
Palace dungeons and 
ever closer to the 
loveliest of lovely peo¬ 
ple; the princess! This 
level provides a good 
challenge for most 
games players out 
there. Some nifty foot¬ 
work is required to 
help you get through 
the game. It’s all 
about timing and skill. 
This is a hard level, 
but not impossible to 
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This is where you start the level, and from here you 
need to run to the left. Keep a look out for loose tiles 
leading to secret areas of the level as you go. 
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Lower yourself slowly down into the hidden spikes to get past them safely. The 
spikes pop up as soon as you touch them. It is possible to jump gaps like this, 

iber the time limit. 


but it requires pinpoint timing. The choice is yours, but rememl 


Level 9 is a big level. It’s also one of the 
most challenging in the game. It's a test 
of your skills and pushes your abilities to 
the maximum! A good SEGA XS tip for 
this level is crouch down when pulling 
down a trap door and you won’t lose any 
valuable energy. 

It’s also safe to lower yourself into 
spikes, and it’s even safer to move 
through them by using careful steps. 
Having said that though, its also safe to 
jump over them or run through them. You 
probably have to play through this level 
several times before you can complete it, 
but persevere and have patience, even¬ 
tually you’ll be rewarded. 


would wel! 
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Level 10 and things definitely aren’t getting any 
easier! The amount of guards and traps you 
have to face is always increasing. Are you 
brave enough to complete this level? We shall 
soon find out! Study the map, mate. Look at it 
long and hard and, when you’re ready, take a 
deep breathe and play the game! 
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This jump looks impossible, but believe me; it is possible! Use the A button 
and direction pad to help you make the jump. It's also possible to grab the 
far platform as you fall and hang there before pulling yourself up. 


Those damn floor tiles are loose once again. This time 
be prepared to run over them as fast as you can! 


Watch out for loose floor tiles all over this sec¬ 
tion, fall through and it's curtains, so beware! 


Kill another guard here before contin¬ 
uing on your epic quest. 


If this level wasn't hard enough already, yet 
another pair of snapping blades await you here. 


nage supplied by: 

Domark 
(0181) 780 2224 
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Level 11 tests your acrobatic ability to the full. Oh well, the 
things you do for love! This level includes the usual mix of 
guards, traps and drops. The only difference to previous 
stages is this is so much harder. Nothing will have prepared 
you for the trials and torments of the last levels of Prince of 
Persia. It’s a tough job but somebodies got to do it! 


Welcome to a feisty level 13. 
Hopefully it will not be unlucky 
for you! Will this be the level 
where you finally bite the big 
one? This is one of the hard¬ 
est levels in the game, and, 
just to prove it, there are more 
than enough spikes and traps 
to keep you on your toes. 
Follow the map and watch out 
for the devious traps highlight¬ 
ed. Oh. try a prayer as well! 













































Go round the level again after 
crashing both of these tiles to the 
ground. Irritating, eh! 


Take your time around here as one slip 
of the foot and you're going to be 
spiked to death. Not a pleasant thought! 


A beautiful and vital potion awaits you here. 
Drop down from above and run across to the 
left to get to this handy little power-up 


Watch out, watch 
out, there's falling 
ledges about! 


GAME NAME: Prince of Persia 

TIME TO COMPLETE: Two Weeks! 
HIGHEST SCORE: N/A 
NUMBER OF LEVELS: 16 
CHALLENGE RATING: Very difficult! 

If you think you can beat the pros at SEGA XS 
on any of the games covered in this issue, why 
not send in your high score, together with proof 
to SEGA XS High Scores. The address is at the 
front of the magazine. 
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Make your way down this section of ledges. 


Hit the switch found here to open the exit door. 










Watch out for those tricky spikes! 


To get these great cheats to work first press pause. Then 
joypad to enter the following codes: 


EXTRA ENERGY POINT — Press CACBBACC 
OPEN ALL GATES ON THE LEVEL — Press AABACAAC 
KILL ALL GUARDS ON THE SCREEN — ABACCACB 


This is where you have to defeat that crafty old villain, Jafar. When he cops it, head left. To 
defeat him use your trusty sword fighting skills, while avoiding his wild swipes and attacks. 



Jump across here and press A and right to reach the other side. 
Watch out for the enormous drops oeneath you. After all you 
don't want to waste all your good work at this late stage. 


Climb straight up these levels and the homeward stretch 
is now in sight. Keep going the sense of accomplish¬ 
ment when you complete this game is immense! 
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JAM-PACKED 
WITH SUPER 
S-S-SIZZLIIUC 
SOLUTIONS! 


* SOLUTION TO 
DOOM ON THE 32X 


Issue 10 
£3.50 

The first XS to go monthly 
and it had a very scary 
geezer on the cover that 
made my gran swallow her 
teeth! Honest! Mortal 
Kombat II, The Chaos 
Engine, The Hulk, Dragon’s 
Lair, Dune and Cool Spot,all 
* tipped to the max. 


Issue IS 

£4.50 

Another scary bloke was on 
the cover of issue 15. It’s 
that Doom game, busted on 
the 32X. There are also 
larger than life solutions to 
Snatcher, Cosmic Carnage, 
Clayfighters, Earthworm Jim, 
Second Samurai, Sonic and 
Knuckles...phew. 


Issue 8 
£3.50 

Blast into orbit with this 
stunning issue, well okay 
the cover’s a bit naff but the 
full solution to Subterranea 
is totally kicking! As are the 
one's to Bubba and Stix, 
Streets of Rage 3, Prince of 
Persia, Mystery mansion 
and Aladdin. Not bad! 

Issue IB 
X £4.50*' 

Blimey, the Saturn arrived 
with a full solution to 
Clockwork Knight. We also 
blasted Syndicate apart, 
Smurf-ed till we dropped 
and went round in circles on 
BC Racers. Oh yeah, we 
also finished Sonic and 
Knuckles. We’re so good! 


Issue 9 
£3.50 

A complete player’s guide to 
Super Street Fighter 2, 
Dragon, Marko's Magic 
Football, Ground Zero texas, 
Ecco the Dolphin, and tons 
more...There’s also that 
wicked Cammy chick on the 
cover, your collection's not 
complete without out it. 

Issue 17 
£3.50 


The hammer just had to fall 
on Sega’s Story of Thor in 
this issue. We gave Mega 
Swiv the bullet. There was 
death everywhere with 
Lemmings and Corpse Killer 
fully tipped and finally we 
resisted Jurassic Park. 
Spared no expense. 


Please following issues of 
SEGA XS: 

Issue(s). 

/*: J Name. 

Signature. 

Address. 

Postcode. 

Phone No. 

Method of payment (please 
indicate) 

□ CHEQUE/POSTAL ORDER 
Please make payable to Paragon 
Publishing Ltd. 

□ CREDIT CARD 

Expiry date_/_/_ 

Card Number_/_/_/ 

Please return this coupon or a 
photocopy of it (together with your 
cheque/PO if applicable made 
payable to Paragon Publishing Ltd) 
in an envelope to the following 
address: 

XS Back Issues, Paragon 
Publishing Ltd, FREEPOST (BH 
1255), Paragon House, St Peters 
Rd, Bournemouth, BH1 2JS. It 
won’t cost you a penny in stamps 
posted in the UK. Alternatively call 
our credit card hotline on 01202 
299900 or fax us your details on 
01202 299955. 
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